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PROBLEM
Sports stadiums remain inactive
and unprofitable for several months
out of the year, inevitably leaving
large voids in the cities urban
fabric. This is largely due to the
stadium’s inability to serve multiple
uses and its lack of integration into
the city.
Sports stadiums are extremely expensive to
build, often billions of dollars, and are continually
designed to serve a single purpose. “Cities and
athletic franchises have often sold stadiums and
arenas as engines that will boost the fortunes
of surrounding areas, but in many cases, these
projects prove underwhelming in terms of their
economic impact.” (Bonislawski)
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“Instead of the traditional ‘build
it, and they will come’ approach,
stadium developers should
consider their facilities the
centerpiece of a larger picture.”
(Bonislawski)

THESIS STATEMENT

The role of the stadium
must exceed the needs
of professional sports and
become fully integrated
into its surrounding
communities.
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ABSRACT
With professional sports finally making an appearance in
Las Vegas, it is crucial to remember the power stadiums can
have on its surrounding areas.
Several stadiums today surround themselves with hundreds of acres of parking. The
Los Angeles Dodger Stadium for example, takes up over 17 million sq ft (400 acres) of
parking space. That is roughly the size of Grand Central Station. This inefficient use of
space creates a disconnect between the stadium and the city. In an attempt to avoid
this disconnect from the city, the stadium must:
1) Activate the stadiums street front and surrounding context
2) Provide multiple programmatic functions for daily interactions
3) Blur the lines between stadium and community
Stadium integration can develop a thriving relationship between the stadium, the
community, and the city. The thesis will aim to solve this problem by studying different
methods in which a stadiums can fully integrate itself into its urban context.

Typical Stadium

Proposed Stadium

RESEARCH QUESTIONS
1) How can the stadium provide a vibrant spaces that can be
used year round?
2) How can the stadium be integrated into existing urban
fabric?
3) How can the stadium be used to build a sense of
community?
4) How can the guest experience be enhanced by the areas
surrounding the stadium?
5) What kind of impact will future technologies have on
stadium designs?
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CASE STUDIES

WRIGLEY FIELD
Integrated into the city
Wrigley field has been the home of the Chicago Cubs baseball club since 1916. An
interesting characteristic of Wrigley Field is that it leaves part of its stadium open, which
allows spectators from outside the stadium to watch the game. Doing this allows the
stadium to connect to its community in a very unique way. Today, the rooftops of the
surrounding buildings have created multi-level lounges for people to watch games and
feel as if they were inside the stadium.
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NOTRE DAME
Integrated into the University
The “Campus Crossroads Project” is a new masterplan at the University of Notre Dame. The
project seeks to integrate academics, athletic, and student life into an 800,000 square foot
expansion. The project will include classrooms, research facilities, student services, media
rooms, performance centers, meeting rooms, and hospitality spaces. The program will be
added into three buildings, which will be attached to the current Notre Dame Stadium. This
expansion will create a new form of connection between students, athletes, and its surrounding
community .
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PETCO PARK
Integrated into the city
San Diego’s Petco Park is a prime example of how powerful and beneficial a stadium can be to a
city’s growth. The stadium opened in 2004, following years of debate over the $301-million taxpayer
subsidy San Diego contributed. The stadium developers said it would be more than a ballpark, that it
would spur new development and transform the downtown district. Ten years later, those promises
deemed true.
-Between 2000 and 2013 Downtown San Diego added 15,000+ residents (17,513 to 32,544).
-Between 2000 and 2012, Downtown San Diego added 14,700 housing units. (9,454 to 24,168)
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LITTLE CAESARS ARENA
Integrated into the city
The Little Caesars Arena is a multi-purpose arena in Detroit Michigan. It opened on September
5th, 2017, and will become the new home of the Detroit Red Wings (NHL) and the Detroit Pistons
(NBA). The arena features a unique, glass-roofed concourse, which connects to offices and shops
directly surrounding the stadium. It will anchor a new $2.1 billion 650,000-square-foot sports and
entertainment district that will also include mixed-use neighborhoods with new residential and retail
outlets. The addition of retail and residential units will activate the stadiums surrounding context year
round and provide additional services to its community.
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FUTURE TECHNOLOGY

MULTIMEDIA FACADES
Allows for multi-use spaces on
the flip of a switch
The development of multimedia facades has
changed the way spaces are defined. With this
new development, spaces can be defined and
reinterpreted overnight. One day they display
graphics for game day, and the next they can
advertise the latest fashion trends. There is
no limit to what can be displayed on these
screens, making them crucial in the future of
stadium design.
Future advancements in technology will
allow media facades to become interactive,
allowing the common user control and display
customized graphics.
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AUGMENTED REALITY
How its currently used in sports
Augmented reality (AR) is a technology that
superimposes computer-generated graphics onto
real-world views. Though AR is still early in its
adoption to daily use, it has been extremely active in
professional sports for decades. Augmented reality
was globally used for the first time in 1998, when
Sportvision broadcasted the first virtual yellow first
down marker during a live NFL game.
AR has came a long way since its debut, expanding
its implementation across the NBA, NFL, and MLB,
Though used primarily for graphic
purposes,
augmented reality is capable of much more.
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AUGMENTED REALITY
How its will be used in Marketing
The implementation of augmented reality in
marketing is gaining momentum and it has
the potential to change the fan experience
tremendously.
The Sacramento Kings for example, are using AR
to enrich the fan experience by allowing them
to take pictures alongside players in their new
uniforms The Detroit’s Little Caesars Arena, AR to
project fans onto a video wall alongside four Red
Wings players. Augmented reality will continue to
grow and increasingly be used by teams, leagues
and brands. Southampton FC began to use AR
technology as a way of creating marketing banners
that could be scanned by fans to access to the
club’s website, team shop and ticket office.
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AUGMENTED REALITY
How it will change the way we view
Sports
Augmented Reality will undoubtedly change the
way sports are watched. The consumption of AR
headsets will grow, then, the way we watch games
will no longer be confined to our television screens.
“As innovation continues to bleed more into sports,
augmented reality is set to change how audiences
watch and experience live gameplay.” (Svetlik)
In order to keep filling up stands, the stadiums
must go above and beyond the needs of the
consumers, which bears the question, how can the
stadiums architecture react to this technology, and
what can augmented reality bring to the stadium?
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DESIGN EXPERIMENT 1

HACIENDA
Ind u s tr ia l I ntegration

Placing a stadium in an area surrounded by automotive
shops and offices is risky. In order to succeed in these areas,
the Stadium must serve as a catalyst and revitalize its
surrounding context.
Several stadiums today surround themselves with hundreds of acres of parking spots.
The Los Angeles Dodger Stadium for example, takes up over 17 million sq ft (400 acres)
of parking space. Instead of creating a sea of parking, this design proposes the use of
multilevel parking garages. The parking garages will allow for more open surface areas,
allowing for mixed use commercial development. In order to keep the site active year
round, the retail and dining shops will have the ability to function as standalone shops
on non-game days and also serve as quick serve shops from inside the stadium on
game days.

S u r rou n di n g C o ntext

Connection to Strip
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Typical surface parking

Surface parking to
Parking Garage

Add program to new
open spaces

Add connection to Las Vegas BLVD
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Hotel

Transit Hub

Retail

Elevated Circulation

Parking Garage

Monorail

MONORAIL / PEDESTRIAN
CONNECTION TO STRIP

STADIUM BRIDGE
ENTRANCE

RETAIL

RETAIL
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SHARED PROGRAM
SPACE FOR GAME/
NON-GAME DAYS

TERRACE

QUICK
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DESIGN EXPERIMENT 2

TROPICANA
Res id e ntial I nteg ration
This site offers the unique opportunity to connect the nearby
residential complexes to the UNLV Campus and Las Vegas
strip.
The concept for this site is to have the stadium provide a service to its surrounding
communities. The program that surrounds the stadium will consist of retail, dining,
boutique hotel, dorms, and community services.
Several stadiums today offer retractable roofs and fields, which is great at bringing
outdoor elements into the stadium, but what if the stadiums retractable features could
be used in a more efficient way. What if the retractable field could be used by residents
as a park and what is the retractable roof could used as a shade structure? The result
would create a shaded outdoor plaza for the community to use.

S u r rou n di n g C o ntext

Connection to UNLV
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RESIDENTIAL
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GROCERIES

DORMS

PUBLIC
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CONVENTION
SPACE
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UNLV
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GYMNASIUM
OFFICES

STADIUM
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STUDY HALLS
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Hotel
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DESIGN EXPERIMENT 3

LAS VEGAS BLVD
Res o r t I nteg ration

The Arctic Ocean freezes every winter and much of the sea-ice then
thaws every summer, and that process will continue whatever happens
with climate change. Even if the Arctic continues to be one of the fastestwarming regions of the world.
A park that doesn’t simply sink into the dense urban fabric of a city, but merges with it,
creating a completely new vision of stadium facades, community and interaction.

S u r rou n di n g C o ntext

Connection to Resorts
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CONCLUSION
By activating the stadiums street front and applying multiple
programmatic functions, the stadium begins to serve a greater
purpose and integrates itself into its community. The inclusion of
augmented reality features in/around the stadium can transform
spaces on the flip of a switch, which is crucial in this ever evolving
city of Las Vegas. The future stadium must be able to adapt, serve
multiple uses, and blur the lines between stadium and community.

APPENDIX

LAS VEGAS

STADIUM
DESIGN

IN THE AGE OF AUGMENTED REALITY

INFLUENCE OF TECHNOLOGY
Technology will have an enormous impact on the modern
stadium. As technology continues to advance, so will the
need to integrate it into the stadium. There is a fear that
people are becoming out of touch with the outside world by
the over use of devices keeping people inside their homes.
Instead of competing with technology, stadiums have the
opportunity to embrace its advances by creating unique
viewing experiences.
Some of the technologies that will/could have an influence
on the stadium include projection mapping, augmented
reality, holographic projection, and mixed reality. The
modern stadium can approach large scale public events like
concerts, professional sports and eSports by incorporating
future technologies.
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PROJECTION MAPPING

AUGMENTED REALITY

HOLOGRAPHIC PROJECTION

CONCERTS

PROFESSIONAL SPORTS

eSPORTS
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SITE
This design aims to transform the center portion of the Las Vegas
strip into an active, energetic destination for a diverse mix of
sports, entertainment, hospitality and retail.

LAS VEGAS BLVD

HARMON

TROPICANA

N
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DESIGN
The stadiums podium will be open to the public, creating an
uninterrupted experience between the public realm and the
sports stadium.

KINETIC STADIUM PITCH
Aside from the stadiums integrated functions, the stadiums pitch
will able to act as more than a sports field. The pitch will have the
ability to slide seamlessly beneath the seating stands, revealing
a grid of platforms that can be raised. These platforms will be
able to provide programmatic functions for days in which no
game is being played.

SOCCER PITCH

SOCCER PITCH SLIDES BENEATH STANDS

72
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KINETIC PLATFORMS REVEALED

KINETIC PLATFORMS IN GROUND CAN BE RAISED
TO CREATE MULTIPLE STAGES FOR EVENTS

AUGMENTED REALITY GLASSES CAN CREATE
SPACE IN AN EMPTY VOID
UNLV SoA | HD STUDIO

73

LAS VEGAS BLVD
SOCCER FIELD POCKET (LEFT HALF)

BASE

EMENT

CLUB
BAR
OFFICE
OFFICE
GALLERY
RESTAURANT
RETAIL
BOH
SOCCER FIELD POCKET (RIGHT HALF)

Aside from the stadiums integrated functions, the stadiums pitch
will be able to serve as more than a sports field. The pitch will
slide seamlessly under the seating stands, allowing the stadiums
pitch to serve multiple uses.

The use of Augmented Reality, Holographic
Projection, and Virtual Reality will allow
void spaces to become active, completely
transforming the typology of “space”

The use of Technology combined with the
stadiums ability to transform begins to create
dynamic, interactive spaces that create full use of
the stadiums pitch.

CONCLUSION
Stadiums of the future will be multipurpose , hyperconnected
venues. Beyond their integration to surrounding communities,
stadium must integrate technology INTO the venue, allowing
technology to evolve the sport viewing experience on game days,
and redefine the definition of “Space” on non-game days.
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